General
Name: Edward
Surname: Chekukha

Age: 21
A third grade student.

Portfolio

Unity Game Developer, Technical Game Designer. Experience in working in Unity is two years. I have been working by myself, developing my projects.

Personal projects

Arcade car controller: GitHub
This controller does not use WheelColliders implemented by the Nvidia PhysX engine. Unity does not serialize many parameters, such as wheel widths. Therefore, a new Wheel class was created, which gives more freedom, is more flexible and more intuitive.

Planet physics simulator: GitHub

The simulation of the motion of the planets does not take place using the built-in features of the physics engine. The logic of planetary motion was made from scratch. Each FixedUpdate, optimized mathematical calculations take place, after which the planets are shifted to the required distances through Transform.
This approach again provides much more freedom, you can customize absolutely any behavior: from a complete casual to a simulation close to reality.
The main feature of the project is the calculation of the flight path of the planets, taking into account their future collisions. The algorithm has been optimized for mobile devices.

Additional
· Knowledge of English at the level of reading technical documentation.
· Developed a third-person controller using the Rigging Package and animations from the Mixamo website.
· I am familiar with Blender3D, created special models for the implementation of mechanics in my projects.
· I know the principles of OOP, SOLID, I know how to apply them correctly.
· Familiar with design patterns.

Contacts
eMail: eduard.chekukha@mail.ru
